Create a new rule entitled "Factories and Modules" with the text:
```
Each player owns a factory, which produces Points and Dad Coins. The
channel #factories shall be used for all business related to
factories. Whenever any rule states that a player can do something
"factorially", that means that they can only do that thing by stating
that they do so in the #factories channel.

There are items called Modules, which exist to upgrade factories. Each
module has a Name, a Cost, a Description, and an Effect. Players can
factorially purchase a module that they do not already own by paying
that module type's cost. This creates a module of that type in their
posession. The modules a player owns should be tracked.

Once per week on either Monday or Tuesday, each player can factorially
equip a module to their factory. Factories cannot have more than one module
equipped at any given time. Any action that would cause a factory to
have more than one module equipped is ineffective. At the beginning of
every Monday all modules are unequipped from all factories. The module
equipped to each factory should be tracked.

Once per week on either Saturday or Sunday, each player can collect from
their factory factorially. The effects of this are decided by which
module they have equipped.

The following types of modules are defined:

**Name**: Default  
**Cost**: Free  
**Description**: *This is the normal, unoptimized factory.*  
**Effect**: When collecting from this module's factory, gain 5 Points.

**Name**: Pointer  
**Cost**: 1 Dad Coin  
**Description**: *For a small price, you can double your weekly output!*  
**Effect**: When equipping this module to a factory, pay one Dad
Coin. When collecting from this module's factory, gain 10 Points.

**Name**: Atomic Engine  
**Cost**: 1 Dad Coin  
**Description**: *Not sure what we did to this one, but it works!
Sometimes...*  
**Effect**: When collecting from this module's factory, generate a
random number between 1 and 3. If 1, lose 5 Points. If 2 or 3, gain 10
Points.

**Name**: Point-O-Matic 3000  
**Cost**: 3 Dad Coins  
**Description**: *This cutting-edge (and expensive) technology is hard
to get a handle on, but your investment will pay off in just weeks!*  
**Effect**: When equipping this module to a factory, pay one Dad Coin.
When collecting from this module's factory, gain 2 Points for each
consecutive past week you have collected from this factory with this
module equipped to it (to a maximum of 20 Points).
```

Remove the following sentence from rule 4:
```
Each time a players proposal passes, they gain 5 points.
```
